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Mobile AR and New Sense of Mobility

Hidenori Tomita
Professor, Faculty of Sociology, Kansai University

Abstract: There are many projects directing us toward a ‘zero carbon society’, of which the electric
vehicle is creating the most interest and expectation. It is a symbol of a new sense of mobility. Mobile
Augmented Reality technology makes it possible to easily move virtual information into real physical
space. Thus, what emerges is a new sense of mobility where the physical and virtual mobility have fused
together. However, people do not know what influence they will have on users. In this study, I studied this
new sense of mobility by analyzing the attitudes and values about the "movement”. By analyzing a
community of about one location-based game, | discovered that there was a close relationship between
‘mobility’ and ‘enjoyment’. I also analyzed a comparison of 2D-AR and 3D-AR using mobile phone
games, but | found that there was little statistical significance of the mean differences between them, and

that the image of 3D-AR was more negative than of 2D-AR.
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